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Now days, online shop business is believed have high potential which 
cause many online shop appears and improving the competition. The use of 
augmented reality technology on batik Solo online shop makes the customer can 
see and match the clothes by using webcam or camera directs to the marker so the 
monitor screen will show a three dimension or two dimension object at batik Solo
clothes.
The use of augmented reality technology (a.r.t) for the virtual dressing 
room application is designed and developed by using literature study method 
which looks for references and material related with the research. The 
development of Augmented reality (AR) is done by using some design and 
animation software like Adobe Photoshop CS4, Corel Draw X3, Adobe Flash 
CS4, and OpenSpace 3d.
The result of this research is multimedia applications which will help to 
improving easiness to the customer of batik clothe online shop and make the 
customer feels comfort and know the batik clothes appropriate for him/her.
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ABSTRAK
FAISHAL HALIM S. 2013. APLIKASI VIRTUAL DRESSING ROOM
BERBASIS AUGMENTED REALITY. Program Diploma III Teknik 
Informatika, Fakultas Matematika dan Ilmu Pengetahuan Alam, Universitas 
Sebelas Maret Surakarta.
Bisnis online shop saat ini dianggap sangat potensial sehingga semakin
banyak online shop yang bermunculan dan menyebabkan persaingan yang
semakin tinggi. Dengan penggunaan teknologi augmented reality ke dalam online 
shop batik Solo maka pelanggan dapat langsung melihat dan mencocokan pakaian 
dengan cara marker yang diarahkan ke webcam/camera sehingga layar monitor 
akan tampil sebuah objek 3 dimensi ataupun 2 dimensi pakaian batik Solo.
Penggunaan augmented reality technology (a.r.t) untuk aplikasi virtual 
dressing room dirancang dan dikembangkan menggunakan metode studi pustaka 
yaitu mencari referensi dan materi yang berhubungan dengan penelitian yang 
dilakukan. Pembuatan Augmented reality (AR) dilakukan menggunakan beberapa 
software desain dan animasi seperti Adobe Photoshop CS4, Corel Draw X3,  
Adobe Flash CS4, dan OpenSpace 3d.
Penelitian ini menghasilkan aplikasi multimedia yang akan membantu 
mewujudkan kemudahan terhadap para pelanggan toko pakaian batik online
(online shop) agar merasa nyaman dan dapat mengetahui (mem-preview) pakaian 
batik yang hendak dibeli apakah sesuai dengan keinginan.
Kata Kunci : Augmented Reality, Toko Online, Batik Solo, Multimedia
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MOTTO
What You See In Colour Is What You Get In Colour
Write Once, Debug Everywhere
One System, One Policy, Universal Service
Open Up Your Digital Life
Inspiring Innovation And Persistent Perfection
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